Fight! Fight! 
A Sword and Fist Web Enhancement 
By Angel Leigh McCoy 


Ravagers in the House (EL Variable) 


Only a moment ago, a quiet serenity reigned. Suddenly, that's gone. Shouts, screams, and shrill cries of terror 
burst from nearby. Windows shatter. Wood splinters. And then the cause of the disturbance emerges. A 


muscle-bound human woman swings her longsword with a vengeance at anything or anyone that gets in her 
way. She ignores the blood splattered upon her tattooed face. The tattoos lend her a primal visage, bestial 
and without mercy. She is carnage incarnate and, by the sounds of it, she's probably not alone. 


You, the DM, can vary this encounter's difficulty (Encounter Level) by adjusting the number of ravagers that 
attack. The table below offers a shortcut for doing so; refer also to page 101 of the Dungeon Master's Guide. A 
lone ravager has a minimum Challenge Rating of 6. 


How Many Ravagers Does It Take To... ? 


This table shows the number of ravagers who will provide a challenging encounter for a group of at least four 
PCs, based on the group's average level. Other factors in the fight may require you to increase or decrease the 
figures listed below. For example, bump the difficulty by one notch for each increment of increase in the 
average ravager level, as demonstrated in the CR 7 column of the table. 


Average CR6 CR7 
PC Level Ravagers Ravagers 


1-4 1 (very difficult) (0) 


5 1 (challenging) 1 

6 up to 2 1 

7 up to 3 <=2 
8 up to 4 <=3 
9 up to 6 <=4 
10 up to 9 <=6 
11 up to 12 <=9 


Ravager Groups 


By the time one sees a band of ravagers, it's too late -- they're attacking. They usually carry out their missions 
in groups of three or more, killing, maiming and torturing everyone in sight. Ravagers don't travel alone unless 
they have a darn good reason for it. Most people know to stay out of the way of these ruthless killers. Where 
there's one, there are usually several more not far behind. 


Tactics 


Many people say that ravagers attack blindly, like rabid animals, without strategy. That myth results from the 
fact that few people have survived ravager attacks. Those who did survive were too busy hiding or fighting to 
realistically assess the ravagers' tactics. In truth, while ravagers do display savagery and a definite lack of 
mercy in their attacks, they do not act without control. Just because they have no morals doesn't mean they 
lack intelligence, nor are they martyrs. After all, these ex-kidnappers, brigands and serial killers have sworn 
themselves to Erythnul, the Deity of Slaughter. 


Ravagers use different variations of two basic tactics. They sometimes penetrate a village like a dagger, driving 
in and killing everything in their path, then retreating back the way they came. Or, they cut a path straight 
through, slaughtering everything they meet on the way. They fight even more ferociously when cornered, 


ganging up on the greatest perceived threat. They will aid one another, but they will just as quickly abandon 
one of their own rather than fight a losing battle. When it comes right down to it, it's every ravager for him- or 
herself. The ravagers see no shame in retreat, since they're the ones causing all the havoc in the first place. 
They have no purpose to their attacks aside from spreading grief, terror and horror. 


Treasure 


Ravagers don't carry much of value. They don't need it. While they're not thieves, per se, they may steal a 
trinket or two from their victims. They do take souvenirs from their most memorable victims. Gems and gold, 
however, don't do much for ravagers. Their reputations make it difficult for them to find merchants willing to 
trade their stolen goods. Only the dirtiest black marketers manage to overcome their fear of the ravagers. 
Ravagers much prefer to keep objects they can use, such as weapons, magic items, food, and, sometimes, 
?disposable? slaves. 


Encounter Ideas 
Player characters can encounter ravagers in numerous situations. 


e The PCs come across a caravan massacred by ravagers. Where are the ravagers? 
Ravagers suddenly attack a village where the PCs have stopped to rest. 
Ravagers have kidnapped several good clerics and intend to kill them after they've served their 
purpose. A dying witness reports what he saw. 

e Alone ravager comes into town. He intends to assassinate an old rival staying there. Other than 
spooking everyone, the ravager doesn't plan to make any trouble. Will the town and the PCs allow him 
to complete his business and move on, or attempt to stop him? 

e The PCs find a severely wounded ravager. Will they know she's a ravager? If not, what will they do 
later, when they find out? If so, will they nurse her back to health? What will the ravager do if they 
show her kindness? Will she betray them later? 

e The PCs accidentally stumble upon a secret temple to Erythnul hidden in the merchant district of a 
major city. Unfortunately, a cleric or ravager sees them, too. Within an hour, they receive threats 
stating they and their families will die if they reveal what they know to anyone. Of course, the ravagers 
can't let them live, even if they agree to keep quiet -- can they? What will the PCs do? 


Sample NPCs 


Feel free to alter these statistics to suit your own campaign. The first block shows complete statistics for a 
human ravager of 6th level, the lowest-level ravager possible. The second block shows complete statistics for a 
human ravager of 7th level, built so the ravager gains the second attack and bonus feat of a 6th-level fighter 
before becoming a ravager. The others show additions that accompany a level increase, based on the 7th-level 
ravager. 


Ravager, Ftr5/Ravager 1: CR 6; Medium Human; hp 49; Init +6 (Improved Initiative); Spd 20 ft.; AC 17; Atk 
+10 melee (1d8+3/crit 19-20/2 crit, longsword), +8 ranged (1d8+3/x3 crit, mighty composite longbow); SV Fort 
+9, Ref +4, Will +3; Str 16, Dex 14, Con 14, Int 10, Wis 12, Cha 7. 


Skills and Feats: |Intimidate (+3), Knowledge (religion) (+3), Wilderness Lore (+5); Improved Initiative, Dirty 
Fighting, Power Attack, Sunder, Power Lunge. 


Alignment: CN, NE, or CE. 
Special Attacks: Pain touch (1/day). 


Possessions: Masterwork longsword, mighty (Str 16) masterwork composite longbow, breastplate, potion of 
cure moderate wounds, potion of endurance, cloak of resistance +1, 20 normal arrows. 


Ravager, Ftr6/Ravager 1: CR7; Medium Human; hp 57; Init +6 (Improved Initiative); Spd 20 ft.; AC 18; Atk 
+11/+7 melee (1d8+4/crit 19-20/x2, longsword), +9/+4 ranged (1d8+3/x3 crit, mighty composite longbow); SV 


Fort +10, Ref +5, Will +4; Str 16, Dex 14, Con 14, Int 10, Wis 12, Cha 7. 


Skills and Feats: Intimidate (+5), Knowledge (religion) (+3), Wilderness Lore (+5); Improved Initiative, Dirty 
Fighting, Power Attack, Sunder, Power Lunge, Weapon Focus (longsword), Great Cleave. 


Alignment: CN, NE, or CE. 
Special Attacks: Pain touch (1/day) 


Possessions:+1 longsword, mighty (Str16) masterwork composite longbow, +1 breastplate, potion of cure 
moderate wounds, potion of endurance, cloak of resistance +1, 2 tanglefoot bags, 20 normal arrows. 


Ravager, Ftr6/Ravager 2 (changes and additions to above): CR 8; hp 64; AC 19; Atk +12/+8 melee, +10/+5 
ranged; SV Fort +11; Str 17. 


Skills and Feats: Ride (+4) 
Special Attacks: Aura of Fear 10' (1/day) 


Possessions: One additional potion of cure moderate wounds (total 2), +2 breastplate, one additional 
tanglefoot bag (total 3), one thunderstone, 25 +1 arrows. 


Ravager, Ftr6/Ravager 3 (changes and additions to above): CR 9; hp 72; Atk +13/+9 melee, +12/+7 ranged 
(1d8+4/x3 crit, mighty composite longbow); SV Ref +6, Will +5. 


Skills and Feats: Move Silently (+4); Dodge. 
Special Attacks: Cruelest cut (1/day). 


Possessions: One additional potion of cure moderate wounds (total 3), +1 mighty (Str16) composite longbow, 
one additional tanglefoot bag (total 4), one additional thunderstone (total 2), brooch of shielding, ring of 
climbing. 


Ravager, Ftr6/Ravager 4 (changes and additions to above): CR 10; hp 79; AC 20, Atk +14/+10 melee, 
+13/+8 ranged; SV Fort +12. 


Skills and Feats: Intimidate (+7). 
Special Attacks: Pain touch (2/day). 


Possessions: One additional tanglefoot bag (total 5), one additional thunderstone (total 3), chime of opening (or 
horn of fog), +3 breastplate. 


Fight! Fight! 
A Sword and Fist Web Enhancement 
By Angel Leigh McCoy 


Murderous Weapon Master (EL Variable) 


A cloaked figure steps into the path ahead and assumes a challenging 
stance with his guisarme at attention. Face and body hidden within folds 


of midnight cloth, the menace presents a mysterious bearing likely to 
put anyone immediately on edge. 


You don't see him move, but suddenly, the cloak falls away, rippling 
downward to pool at his feet. He wears black, studded leather, second- 
skin breeches, and a thick vest over a loosely woven cassock that flows 
close to his skin --- all sleekly designed for silence and grace. He has 
trim muscles like those of a cat. White-blond hair caps his head, cut 
short in angry spikes. His winter gaze pins you in place with a confident 
directness that tells you he means business. 


The challenger points at you with one gloved hand. You notice a subtle 
flick of his wrist and the barest flash of movement at the corner of your 
eye. An obsidian-handled dagger thunks near you. It seems you've 
been challenged. 


As the DM, you may pause between reading each of the above paragraphs to allow PCs a chance to converse 
with their challenger. 


The weapon master could have any reason for challenging the party, and the PCs may manage to avoid the 
conflict altogether through careful conversation. Define the scene according to the weapon master's alignment. 
You could make this a scene of intensive roleplaying, weave it into a mystery your players are trying to solve, 
or turn it into a one-on-one combat challenge for a single PC. For a richer story, give the weapon master a 
distinct motive for his attack. He is, after all, risking his life. See Encounter Ideas, below, for some suggestions 
on how to build a story around the weapon master. This weapon master has a minimum Challenge Rating of 7. 


Tactics 


The weapon master designed for this particular encounter began his training as a fighter. He relies strongly on 
both his agility and his strength, however, to overcome his opponents. Fancy moves, diversions and feints all 
play an important role in this weapon master's tactics. Standard fighters tend to step into battle and hack away 
on one opponent until it's dead. This weapon master prefers to move around more, spread his attacks among 
various opponents (if he has more than one), and make his enemy follow his movements. Because his Armor 
Class never gets very high, he tries to avoid being in his opponent's range. The Mobility feat gives him added 
protection against attacks of opportunity, while the Spring Attack feat, combined with his reach weapon, allows 
him to step forward, attack, then retreat again. Due to the nature of his weapon, and his strategy, he makes 
every effort to keep the combat in an open area. He prefers to choose the time and place of his combat and 
has no qualms about fleeing so he can live to fight another day. 


Treasure 


Determine the weapon master's treasure according to your campaign's needs. He has the items listed below in 
his statistics, but otherwise, he could have anything on him that wouldn't encumber him. 


Encounter Ideas 


Good-aligned characters can take antagonistic roles just as effectively as evil-aligned NPCs, sometimes more 
effectively because fighting them can present a moral dilemma to your PCs. It all depends on the tale you're 
telling with your players. 


Why a Good Weapon Master Might Attack the PCs 


e The PCs purposefully or inadvertently did something that offended the weapon master, such as 
tarnishing the honor of his sister or speaking out against his lord. 


Someone has spread a false rumor that the PCs committed an offensive act. 


The PCs are hired to protect a noblewoman traveling to speak with her brother, a friend of the weapon 
master. The brother has inherited some land. Unfortunately, the family's enemies have determined a 


way to eliminate both siblings: The apricot brandy she brings to celebrate with her brother is poisoned. 
The weapon master believes the PCs are responsible for their deaths/near-deaths. 

e The PCs need another fighter (NPC) in the group for a particular mission. Before the weapon master 
will agree to adventure with them, they must prove they're skilled by fighting him to his satisfaction. 

e The PCs come upon a fight in progress and kill this weapon master's opponent. Now he must teach 
them a lesson for humiliating him. He may or may not feel the need to kill them. 

e A parent or sibling of one PC once killed or condemned a family member of the weapon master. The 
weapon master wants to clear the family name by killing the offender's relative, the PC. 


Sample NPCs 


Feel free to alter these statistics to suit your own campaign. The first 
block shows complete statistics for a human 6th-level fighter/1st-level 
weapon master. You can make a 5th-level fighter/1st-level weapon 
master, but then the character loses the extra attack and that important 
extra feat that comes at 6th level. The other blocks show additions to the 
statistics that result from the evolution of the NPC. 


Weapon Master, Ftr6/Weapon master 1: CR 7; Medium-size human; 
hp 57; Init +6 (Improved Initiative); Spd 30 ft.; AC 15 (+1 shadow 
studded leather); Atk +10/+5 melee (2d4+2/x3 crit, guisarme), +7/+2 
ranged (1d4+2/19-20/x2 crit, throwing dagger); SV Fort +7, Ref +6, Will 
+3; Str 14, Dex 13, Con 14, Int 13, Wis 12, Cha 7. 


Skills and Feats: Climb (+5), Craft (weaponsmith) (+3), Hide (+11 when 
in shadow armor), Jump (+5), Knowledge (weaponry) (+4), Listen (+4), 
Sense Motive (+4), Spot (+4), Swim (+3); Dodge, Improved Initiative, 
Mobility, Combat Reflexes, Expertise, Weapon Focus (guisarme), Spring 
Attack, Whirlwind Attack. 


Alignment: Any. 
Special Attacks:Ki Damage (1/day/level). 


Possessions:+1 guisarme, 10 masterwork throwing daggers, +1 shadow 
studded leather, potion of cure moderate wounds, potion of endurance, 
2 tanglefoot bags. 


Weapon Master, Ftr6é/Weapon master 2 (changes and additions to 
above): CR 8; hp 64; Init +7; AC 16; Atk +12/+7 melee (2d4+3/x3 crit, 
guisarme), +9/+4 ranged; SV Ref +8; Dex 14. 


Skills and Feats: Listen (+5), Sense Motive (+5), Spot (+5) 


Special Attacks: Increased Multiplier (1/day) (guisarme) 


Top Ten Reasons an Evil 
Weapon Master Would Attack 
the PCs 


10. Wrong place, wrong time. 
9. Territorial issues. 


8. The PCs killed, injured, maimed, 
humiliated, insulted, splashed, 
bumped, touched, talked about, 
looked at, or ignored one of the 
weapon master's allies or relatives. 


7. The PCs killed, injured, maimed, 
humiliated, insulted, splashed, 
bumped, touched, talked about, 
looked at, or ignored the weapon 
master. 


6. The weapon master doesn't like 
?the looks of 'em.? 


5. The weapon master hasn't had 
his coffee. 


4. The PCs breathe too loudly. 
3. They're the PCs. 


2. You've got a whole hour until 
Buffy comes on. 


1. The DM said so. 


Possessions: One additional potion of cure moderate wounds (total 2), +2 guisarme, one additional tanglefoot 


bag (total 3), 3 +1 throwing daggers. 


Weapon Master, Ftr6é/Weapon master 3 (changes and additions to above): CR 9; hp 72; AC 17; Atk 


+14/+9 melee, +10/+5 ranged; SV Fort +8, Ref +10, Will +4. 
Skills and Feats: |Intimidate (+1); Lightning Reflexes. 


Special Attacks: Superior Weapon Focus (guisarme). 


Possessions: One additional potion of cure moderate wounds (total 3), one additional tanglefoot bag (total 4), 
boots of striding and springing, ring of protection +1. 


Weapon Master, Ftr6/Weapon master 4 (changes and additions to above): CR 10; hp 79; AC 18 (when 
wearing gloves of dexterity); Atk +15/+10 melee, +11/+6 ranged; SV Ref +12 (with gloves of dexterity), Dex 16 
(with gloves of dexterity). 


Skills and Feats: Intimidate (+4). 
Special Attacks: Increased Multiplier (now 2/day) (guisarme). 


Possessions: One additional tanglefoot bag (total 5), gloves of dexterity (+2), 2 potions of invisibility, ring of 
feather falling. 


